


PLAYERS 


PIECES OF THE GAME 

"Radar” Compass 
"Radar Screen” Box 
Magnetic Objective Piece 
4 Playing Pieces 
51 Aircraft Cards 

Instrument Panel with Speed and Altitude Spinners 
Hangar 
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IDEA OF THE GAME 


In just the short span of 60 years, aviation has made the 
dramatic strides from the primitive Kitty Hawk to the fabu¬ 
lous Friendship VII. The Story of the U.S. Air Force Game 
highlights American aircraft that sparked the history of this 
skyrocketing development. 

Players start with Balloons, and as they navigate through 
the ever-widening horizon of speed and space, collect in¬ 
creasingly superior aircraft. Their progress is subject to 
their flying strategy and to their skill in instrument reading 
over the Target Areas. 

Whenever a player lands by direct count in any one of 
the spaces picturing an Aircraft, he takes that Aircraft Card 
from the Hangar. Each Aircraft Card has a point value. As 
soon as one player goes into orbit in the Space Capsule, the 
game ends. All players then total the point value of the 
Aircraft Cards in their possession. The WINNER is the 
player with the most points. 

Since players are offered a choice of four methods of 
making a move on each turn, and may also choose to end or 
prolong the game, many different tactics may be used to try 
to win. For example, one player may try to gain altitude fast 
and go into orbit, collectiong and using only those Aircraft 
Cards in his direct path. He is counting mainly on the high 
points of the aircraft he needs to orbit, and it would be to his 
advantage to end the game as quickly as possible. Instead 
of racing him to the finish, another player’s tactics may be 
to concentrate on collecting as many Aircraft Cards as he 
can. Two such opposing methods of play will result in an 
unpredictable winner in the race for points. 


TO START 

Separate the Aircraft Cards carefully. Each player receives 
a Balloon Card, which he keeps in front of him, and a Play¬ 
ing Piece, which he places at “Start” on the board. 

Gently press open the slots in the Hangar on the platform 
of the box. Do not remove the Hangar from the box. The 
Aircraft Cards are placed in their proper slots by matching 
the picture of the plane and the letter in the triangle on each 
card with its corresponding position in the Hangar, which 
shows the same picture and the same letter. (See Illustrations 
1 and 2) Note that there are two cards for each aircraft, 
but only one for the Space Capsule. 



EXAMPLE OF AN AIRCRAFT CARD 


Built-in 
Speed — 


Wright Flyer 


SPEED CEILING 


Points - 




Maximum 

“Altitude 


Position in Hangar 
and Rank 


Illustration 1 


HANGAR AND INSTRUMENT PANEL 


Slot for 
Wright Flyer 
Card 


Picture of Plane 



Spinner fo 
Altitude 


Spinner for Air Speed 


Illustration 2 


Remove the Radar Screen Box from the Instrument Panel. 
Put the Magnetic Objective inside and cover the box. Be sure 
the cover reads in the same order as the bottom of the box; 
that is, “Alpha” on the cover should be positioned directly 
over “Alpha” on the inside. 

The Radar Screen Box, the Radar Compass, the Instru¬ 
ment Panel and Hangar are kept within reach of all players. 

Each player spins the Speed Spinner. The player with the 
highest number will move first, and play will pass to his left. 


TO PLAY 

On his turn, a player’s move may consist of two parts: he 
MUST always move his Playing Piece for speed, and in 
addition (except to get off the ground), he may have the 
choice of changing altitude. To start, all players are “flying” 
Balloons. They keep the Balloon cards in front of them until 
they are able to replace them with Aircraft Cards. 

Each player’s Take-Off is made from either one of the 
two “Start” arrows on Earth. On his first turn* a player must 
spin for altitude in order to get off the ground. He makes 
his altitude move up in either column of spaces indicated 
by the arrows. This constitutes the first part of his move; 
then, he must move for speed. (See Speed and Altitude 
Moves) 


Whenever a player lands by direct count inside the red 
lines in any one of the four spaces picturing an airplane, he 
takes that Aircraft Card from the Hangar. Players do not 
take Aircraft Cards from each other. They should watch the 
Hangar, and if both Aircraft Cards are out, try to head for 
those planes which are still available. 

A player may take only one card for each plane. If he 
should land in the same aircraft spaces again, he does not 
get the second card, but he takes an extra turn. 

At the start of his turn, a player may choose to “fly” any 
plane in his possession by placing that Aircraft Card in 
front of him. Then he moves his Playing Piece from its last 
position to represent the course of his “flight” and his new 
position, which are controlled by that card. He may not 
change planes in the middle of a turn. 

SPEED MOVES 

The spaces in each horizontal row across the board (in¬ 
cluding the Countdown row) represent moves for speed. 
Each space counts as “1” in the speed move. Players move 
either to the left or to the right, but not in both directions 
on the same turn. (See Illustration 3) Since no two Playing 
Pieces may land in the same space, or if a full count would 
lead off the edge of the board, players may be forced to 
move in the opposite direction. Playing Pieces may always 
“fly over” other Playing Pieces in their path, counting each 
of these spaces as “1”. 

The Balloons and each Aircraft Card show a “built-in” 
speed in the upper left cor- DIRECTION OF MOVES 
ner. On any turn, a player 
may simply move that built- 
in speed for the plane he is 
flying. If he wishes to change 
that speed, he spins for “Air 
Speed” on the Instrument 
Panel. On each turn, he must 
always move his Playing 
Piece a full count for speed, 
either its full built-in amount, 
or the full amount shown on 
the Air Speed Spinner. 

ALTITUDE MOVES 

The vertical spaces on the board are moves for altitude 
changes and each space counts as “1” in the altitude move. 
(See Illustration 3) The numbers on each side of the board 
indicate the altitude level of each row. 
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Illustration 3 





Each Aircraft Card has a ceiling limit marked in the upper 
right corner. The ceiling is NOT a built-in altitude move, but 
simply prohibits the player from moving above the ceiling 
capacity of the plane he is flying. 

On any turn, if a player wishes to change his altitude, he 
spins for “Rate of Climb or Descent”. Then, in addition to 
moving sideways for speed, he moves either straight up or 
straight down (never diagonally) to change altitude. 

Once a player spins for a change of altitude, he cannot 
change his mind, but must move the full count on the spin¬ 
ner. Exception: If a player should spin a number that would 
carry him above his ceiling capacity, he has the choice of 
moving up to his ceiling and forfeiting the balance of the 
altitude count, or he moves down the full amount. 

If a playef* ch6os£s to fly 5 a plane with a ceiling limit 
lower than the position of his Playing Piece, he starts 
with a direct move down to his proper ceiling level. Then 
his turn begins and proceeds as before. (If the space down 
to which he would move is occupied, he cannot make that 
change of planes. 

BALLOONS 

Balloons move in the same way as the planes; that is, 
they can move their built-in speed of “1”, or the player may 
spin for speed and/or altitude. Balloons may climb to the 
full atmospheric level of 24, but can never go into orbit to 
get the Space Capsule. A player never loses his Balloon and 
may fly it at any time during the game. 

Balloons cannot participate in Target activities. If a player 
flying a Balloon lands in a Target Area, he does nothing. 

SUMMARY OF MOVES 

On each turn, a player may: 

1. move only the built-in speed of the plane he is flying, or 

2 . spin for a change of altitude, then move the built-in speed 
and the full count of the altitude change, or 

3 . spin only for speed, then move to the left or to the right 
in the same row, or 

4 . spin for both speed and altitude and move each amount 
shown on each spinner. 

• The Speed and Altitude Moves are completely independ¬ 
ent of each other. 

• Players should not touch their Playing Pieces until they 
have decided on their move. 





FUEL SPACES 


Whenever a player lands by direct count in any of the 
spaces showing the empty fuel gauge, he is immediately 
grounded. On his next turn, he must begin from “Start” 
again, flying any one of his planes that he chooses. This does 
not apply to Balloons. If a player flying a Balloon lands in 
a fuel space, he does nothing. 

TARGET AREAS 

Whenever a player lands by direct count in any one of 
the 12 spaces (Alpha, Beta, Charlie, etc.) in the colored 
blocks representing Target Areas, he immediately uses the 
Radar Screen Box. The player to his left shakes the covered 
box for him in order to hide the location of the Magnetic 
Objective. The Radar Screen Box may not be shaken again 
on that turn, but is always re-shaken at the start of each 
player’s turn to use it. 

With the Radar Screen Box flat on the table, the player 
moves the Radar Compass over its top. One of the points on 
the needle in the Radar Compass will move to point to the 
Magnetic Objective. When a player believes he has located 
his Objective, he calls aloud the word on that position and 
moves his Playing Piece to the space with the same word 
in the Target Area on the board. Then he opens the box to 
see if he made a correct reading. 

For example: A player landed on “Juliet” in a Target 
Area on the board. After moving the Radar Compass over 
the Radar Screen Box, he believes the Magnetic Objective is 
positioned in the “Beta” space. He moves his Playing Piece 
to “Beta” in the Target Area on the board, then opens the 
box to check his reading. 

For a correct reading, the player takes from the Hangar 
the first Aircraft Card available which ranks alphabetically 
next above the plane he is flying. For example, if he is flying 
a Jenny, the letter “B” appears in the triangle on the Jenny 
Card, showing its position in the Hangar and its Rank. If 
there is a D-H 4 Card (which has the letter “C” in the tri¬ 
angle) in the Hangar, the player takes the D-H 4 Card. If 
both D-H 4 cards are out, he looks for the “D” position and 
rank, which is the “Spirit of St. Louis”, etc. Exception: 
Players may never take the X-15 or the Space Capsule. 

For an incorrect reading, the player loses the plane he is 
flying and must immediately return that Aircraft Card to 
its correct Hangar. 



Thp player’s turn ends, and his Playing Piece remains in 
the space which he called as his Objective. Players may land 
in the same Target Area any number of times, hut in order 
to use radar again, they must move out and re-enter. 


THE X-15 


In order to qualify to go into orbit, a player must have 
the X-15 Aircraft Card. Once he has the card, his moves 
must be directly to the Space Capsule. (If he gets the X-15 
card by landing in the spaces in the “25” level row, he moves 
down to the “24” level without spinning for altitude.) 

On his next turn, he first, uses the built-in speed of “II” 
to count down into any one of the “Ignite” spaces. (See 
Illustration 4) Then he spins immediately for altitude. The 
X-15 may climb only, never descend in an altitude change. 



The player does not move for speed again, but on each 
turn, continues to spin for altitude until he can move up to 
the Space Capsule by an EXACT COUNT. A count of “3” 
is required, but may be taken over several turns as “1” and 

Ur>99 ai 99 1 6i-l 99 1 U 1 99 

z , or as 1 and 1 and 1 . 

There may be two players trying to go into orbit at the 
same time. The first player who goes into orbit takes the 
Space Capsule Card from the Hangar and the game ends. 


THE WINNER 


Each player totals the points in the circles on his Aircraft 
Cards. The WINNER is the player with the highest number 
of points. 

Note: T 0 make the play more exciting, some liberties have 

been taken. However, each aircraft in the game requires 
a pilot, even though the experimental X-l, X-2 and X-15 
are launched from a mother ship. Also, recent develop¬ 
ments have furthered the original hopes of using the X-15 
in outer space. The current official vocal alphabet used 
by the Air Force is the Alpha, Beta, Charlie, etc. used 
here. 
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